WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns or 
| backgrounds on a television screen or while playing video games, including 
games played on the PlayStation 2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If you, 
or anyone in your family, has an epileptic condition, consult your physician prior 
to playing. If you experience any of the following symptoms while playing a video 
| game - dizziness, altered vision, eye or muscle twitches, loss of awareness, dis- 
orientation, any involuntary movement, or convulsions — IMMEDIATELY discontin- 
ue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first'consult- 
ing the user manual for your projection TV, unless it is of the LCD type. Otherwise, 
it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

| The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official 
or licensed peripherals should be used in the controller ports or memory card 
} slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

} e This disc is intended for use only with PlayStation 2 consoles with the NTSC 
U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and keep it 
| in its protective case when not in use. Clean the disc with a lint-free, soft, dry 
cloth, wiping in straight lines from center to outer edge. 
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Getting Started 


MEMORY CARD slot 2 
MEMORY CARD siot 1 


disc tray 
==. RESET button 


(OPEN) button 


USB connector 
$400 i.LINK connector 
controller port 1 
controller port 2 


Set up your PlayStation®2 computer entertainment sys- 
tem according to the instructions in its Instruction 
Manual. Make sure the MAIN POWER switch (located on 
the back of the console) is turned on. Press the RESET 
button. When the power indicator lights up, press the 
open button and the disc tray will open. Place the World 
of Outlaws Sprint Cars™ 2002 disc on the disc tray with 
the label side facing up. Press the open button again and 
the disc tray will close. Attach game controllers and 
other peripherals, as appropriate. Follow on-screen 
instructions and refer to this manual for information on 
using the software. 


Controls 


DUALSHOCK®2 CONTROLLER CONFIGURATIONS 


L2 button 
u1 ae 
| cm 
ip \V 
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directional 
buttons 


R2 button 
ga ca R1 button 


} 


— A button 

cl te stick © button 

SELECT puton ee. X_ button 

ANALOG mode button 1 button 

START button 

right analog stick 

(R3 button when pushed down) 
Default Configuration 
left/right directional button Steering 
up/down directional buttons Wing Adjustment 
left analog stick Steering 
right analog stick Accelerate/Brake 
® button Accelerate 
© button Brake 
®button Change View 
L1 button Glance Back 
R1 button Tear-Offs 
L2 button Glance Left 
R2 button Glance Right 
START button Pause Menu 


Menu Controls 
Directional buttons 
left analog stick 

® button 

© button 

© button 


Note: L2 and R2 buttons only function in 1st person view. 


Move Highlight 
Move Highlight 
Accept 
Information 
Back 
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The Pennzoil® World 
of Outlaws™ 


Welcome to “The Greatest Show on Dirt”, the Pennzoil® 
World of Outlaws™ Series. The 2002 season marks a quar- 
ter century for the World of Outlaws™, which has grown 
into both the most popular and most lucrative form of 
dirt track motor sport in the United States. 


In 2001 the Pennzoil® World of Outlaws™ Series featured 
65 events over 104 dates at 41 tracks in 25 states and 
more than $10 million in purses, contingencies, and point 
fund awards. 


The success and popularity of the Pennzoil® World of 
Outlaws™ Series is due, in part, to the high-speed, light- 
weight nature of the 410 cubic inch displacement winged 
sprint car itself, which travels at up to 170 miles per hour 
- by far the fastest car on dirt. With 800 horsepower con- 
tained within a mere 1200 pounds, the power-to-weight 
ratio of a World of Outlaws™ sprint car is comparable to 
that of a Formula One car. 


World of Outlaws Sprint Cars 2002 for the PlayStation 2 
takes these cars off the track and on to your console. 
Now you can experience the speed and excitement of 
the World of Outlaws™. The cars you will drive are unlike 
any other racing car. You will need every driving skill you 
can muster to handle a sprint car. For those of you new 
to sprint cars and racing on dirt, World of Outlaws Sprint 
Cars 2002 has three different skills levels to aid in build- 
ing your driving ability. 


How to drive a 
Sprint Car 


Racing on a dirt track is nothing like racing on a paved 
surface. The first time you enter a corner, you notice that 
a sprint car wants to spin out. It’s up to you to control the 
spin and slide in the corners, making your sprint car the 
fastest on the track. You control your car by turning into 
the slide and letting off the gas and/or applying the 
brake. Once you start to control the slide, reapply the gas 
slowly to maintain speed. Floor it once you enter the 
straightaway. Start off in Easy mode, and work your way 
up to Outlaws difficulty. As with any thing else in life, 
practice, practice, and practice. 


Wing Movement 


The vehicles in World of Outlaws Sprint Cars 2002 have 
large top wings mounted on them that can be moved and 
tilted to alter the aerodynamic properties of the car. 
World of Outlaws™ drivers have a hydraulic lever in the 
cockpit of the car that allows them to move the wing for- 
ward or back while racing. In World of Outlaws Sprint 
Cars 2002, this is simulated by use of the “wing adjust- 
ment” controls. 


Moving the wing back increases the angle of the wing, 
giving more downward force to the car and pushing the 
car towards the ground. This helps the handling of your 
car but slows your car down. Moving the wing forward 
has the opposite effect. Due to wind resistance, you may 
notice it’s more difficult to move the wing forward than 
backward when you're traveling at race speed. If your car 
setup isn't quite right, try moving the wing to change the 
handling of your car. It could make all the difference in 
your race. 


POOR... Se! (ia ae a 
Tear-Offs 


When racing on a dirt track in an open-cockpit vehicle, 
you're going to get some mud in your face. Before a race, 
World of Outlaws™ drivers cover the visors of their hel- 
mets with strips of clear plastic that can be removed one 
at a time, clearing their view of the track ahead. These 
plastic strips are called tear-offs. In World of Outlaws 
Sprint Cars 2002, this is simulated by the use of the “tear- 
off” control. Each time the “tear-off” button is pressed, 
the outermost strip of plastic on your visor will be 
removed, and your view will be cleared for the time 
being. 


It's important to use tear-offs carefully. If you run out 
before the race is over there is no way to clear your 
vision. You won't be able to see the finish line or any 
other cars. 


Gears 

There is no gear shifting in World of Outlaws Sprint Cars 
2002. The cars raced in the World of Outlaws™ have no 
gearbox. Instead, they use an in/out direct drive with a 
quick-change rear end. What this means is, you must set 
the drive ratio (effectively the “gear”) of the car before 
heading onto the track. See the section on Car Tuning for 
more information on setting the drive ratio of your car. 


Quick Start Guide 


The quickest way to get into the action in World of 
Outlaws Sprint Cars 2002 is to jump into a Single Race as 
one of the Pennzoil® World of Outlaws™ drivers. 


After the introduction has played, select Arcade Mode at 
the Main Menu, and select Single Race from the Mode 
Select Screen. Then choose your level of difficulty for the 
race. This affects both the ability level of the cars you'll 
race against and the handling of your own car. Start with 
Easy, unless you're already quite good at racing games, 
then try Medium difficulty. Outlaw difficulty might best 
be left until you've had a chance to get some practice. 


Next, choose your favorite World of Outlaws™ driver, and 
press the ® button to select. Then select the track on 
which you want to race and the length of the event. If 
you want to get straight to the race, press the ® button 
on both of those screens. You'll be fine with the default 
choices. In the track selection screen you can select Race 
Length, meaning the number of laps you race; the Race 
Format, indicating if you want to do a qualifying stage 
and then head right to final A Main race; or do a practice 
stage, qualifying stage, heat races, and main races of a 
full race event. 


If you have selected Brief, you then choose the Time of 
Day. The six settings represent 6 stages and races of an 
event, 1 being the qualifying stage and 6 being the final A 
Main race. The setting also affects track conditions and 
time of day, 1 being the tackiest and earliest part of day 
and 6 is the driest with races under the lights. The brief 
format takes up 2 stages of the 6-stage event. 


Once you have made your race selections, you'll then be 
taken to the Race Format Screen. Here you have the 
option to Race the current race stage, tune your car, Skip 
the current race or Retire from the event. 


Good luck! 


Goals 


There are many different goals in World of Outlaws Sprint 
Cars 2002, depending on the mode of play upon which 
you've decided. 


In Arcade Mode, you can finish at the top of the 
Championship points table, win a Single Race, or set 
track records in Time Trial to get your name listed in the 
Hall of Fame. By doing so, you can unlock extra tracks to 
race on or extra drivers and their cars. 


In Career Mode, you gain new cars and new tracks to 
race on by winning races that increase your earnings and 
attract sponsors. There are trophies for winning a track 
championship or a series. You can fill up that empty cab- 
inet in your office in no time. All trophies are available 
each year, so if you miss out once, there’s always next 
year. There are also places in the Hall of Fame for those 
who have won the most money in a single year or across 
their whole career. There are also records for those hold- 
ing the record lap time for each track. 


The ultimate goal of career mode is to beat the World of 
Outlaws™ drivers and claim the Pennzoil® World of 
Outlaws™ Series Championship crown. 


Main Menu 


WoRtoorourAWS 
eT 


if & ne a 


t sy 
a? 


ARCADE MODE 


@D Select a mode of play, visit the Hall of Fame 
or set your options 


Once the introductory movies are complete you'll find 
yourself at the Main Menu. Here you can choose to enter 
Arcade Mode, Career Mode, the Hall of Fame, or set your 
Options. 


In Arcade Mode, you can choose which of the World of 
Outlaws™ drivers you want to play as and get right 
behind the wheel of their car. As one of the World of 
Outlaws™ drivers, you can head straight out to the track 
for a Single Race or a Time Trial session, or enter the full 
World of Outlaws™ Championship season. Two players 
may enter a Single Race or a Championship season in 
Arcade Mode. 


If you're looking for a more in-depth experience, enter 
Career Mode, and work your way up through the ranks to 
beat the World of Outlaws™ drivers. You start out with a 
small amount of money to buy your first sprint car. Then 
you compete in local races, earning the money and spon- 
sors that will allow you to travel to more races. With your 
winnings you can buy the racing equipment you'll need 
to compete in the Pennzoil® World of Outlaws™ Series, 
the “Greatest Show on Dirt”. 
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The Hall of Fame is where the track and career records 
are kept, along with driver movies and track animations 
plus other movies and animations you've unlocked while 
playing World of Outlaws Sprint Cars 2002. You'll also find 
the Credits for everyone who has worked hard on this 
game. 


The Options menu is where the Race Options, Screen 
Options, Controller options, Sound Options, and 
Load/Save options are found. 


\(RACE[ORTIONSE 35 IEIASMONMIS») 
ibration STRONG WEAK OFF 
REALISTIC ARCADE OFF 


ON OFF 


®D Alter in-race settings 


GPaccept Geack 
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Arcade Mode 


MODE SELECT 


Championship 


(©) Single Race 


Time 1 


@M Enter a race, a series, or 
try to beat your best lap time 


Craccept O Back 


Championship 


Entering the Championship allows you to step into the 
shoes of the World of Outlaws™ driver of your choice and 
take part in the Pennzoil® World of Outlaws™ Series, the 
“Greatest Show on Dirt”. 


You'll go through the roster of events, earning points 
based on your finishing position and trying to finish the 
season at the top of the Championship table. This is the 
same series that appears in Career Mode, but you've got 
the distinct advantage of having the resources of a full 
fledged World of Outlaws™ sprint car racing team at your 
disposal. It’s easier than having to work your way up 
from scratch. 


Your vehicle will be repaired completely before each 
event and is fully upgraded. You're part of a professional 
racing team, with all the resources that go along with 
that. The financial aspects present in Career Mode need 
not concern you here. They're all taken care of for you, so 
you can focus on winning races! 
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You can enter the Championship with a friend and work 
your way through the season together, jostling for posi- 
tion on the Championship points table. Beating the World 
of Outlaws™ drivers to the Championship title won't be 
easy, so there’s sure to be a good reward should you 
manage to make the grade. 


Single Race 

Start by picking the difficulty level: Easy, Medium, or for 
full realism, the Outlaw difficulty setting. Then pick the 
World of Outlaws™ driver of your choice, and race 
against the other World of Outlaws™ drivers on any of 
the tracks that are available to you. 


In a Single Race, you can set the overall length of the race 
and choose whether you want to go through a Full for- 
mat race day. You may also go straight to the evening's 
feature event in the Brief format. You have the option of 
challenging a friend to a Single Race, with all the same 
options. 


Time Trial 

A Time Trial is you against the clock, racing to beat your 
own lap records and those set by others. You can choose 
a difficulty setting, a driver, a track, track condition and a 
car setup, just like in a Single Race. However, there are no 
opponents or checkered flags - just the stopwatch. 


_ As well as being a good place to learn the tracks and the 
basics of driving a sprint car, Time Trials are a great way 
to focus on shaving off those hundredths of a second 
between you and the record. 


Driver Collector Cards 

When selecting your driver or track, be sure and press 
the © button on the DUALSHOCK 2 analog controller con- 
troller for more information to help you make your deci- 
sion. Each of the drivers will tell you a little bit about 
themselves, their career, and their driving style. You can 
learn something about the personalities that make the 
Pennzoil® World of Outlaws™ Series. 
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Damage in Arcade Mode 


In Arcade Mode, it is possible to damage your car while 
racing, if damage is set to On in the Race options screen. 
Since there is no money involved in Arcade Mode, you are 
not required to repair your car in the same way as you do 
in Career Mode. 


Instead, as a member of a World of Outlaws racing team, 
you have access to enough money and resources to 
repair whatever damage is done to your car in the time 
provided. 


At the end of an event in Championship Mode, you'll find 
your car fully repaired and ready to go for the next race. 
Between race stages, anything that can be replaced is 
replaced. The parts that can be only partially repaired in 
the time between race stages are repaired as much as 
possible. 


In a heat race, you can replace such things as damaged 
wheels. If you've badly damaged your chassis, you'll have 
to make do with only a quick and partial repair to get you 
across the line in the next race stage. Even with the full 
resources of a professional race team, you'll still have to 
keep your car in one piece to have a chance at winning 
the A Main. 
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Career Mode 


If you want to experience the deepest, most realistic 
game play that World of Outlaws Sprint Cars 2002 has to 
offer, then Career Mode is it. 


Total Career Earnings 
so 

Current Balance 
$,12,000 


Be Oe 
HP Select events, manage sponsorships 
NJ 


check your progress, or go racing - 
@accept Esack 


Register your name in the locker room, go to the hauler, 
and purchase your first sprint car. Head to the office to 
sign up for races, and then head out to the track. 


Don’t expect to be up there with the World of Outlaws™ 
drivers right away. You'll start with just enough money 
($12,000) for a basic sprint car, and you'll only be able to 
afford to race at tracks that are close to home. You can 
tag onto the World of Outlaws™ events as they come 
through your area, but you may be better off sticking to 
a local series and winning some money and sponsorships 
for better equipment before you subject yourself to the 
toughest competition there is. 


It may be tough at first but stick with it. Once you win 
some races, you'll start moving up. AS you get more 
recognition, sponsors will offer you deals, and you'll be 
able to afford to repair and upgrade your car and travel 
to more races. Once you've got the means, you'll be able 
to attend all the events in the World of Outlaws™ Series 
and take a shot at winning that title. 
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Series 


A series is a collection of events held each year. There are 
four different series available in World of Outlaws Sprint 
Cars 2002. You can enter events in any series at any time. 
Select the events that you want to enter in the Diary, 
which is in your Office. When you go to race in Career 
Mode, you'll head to the next event that you've checked 
off in your Diary. 


5 Les Vegas 
Stiver State Shoctovt 


PRIZES. Site 


“ES 2k ERS 


PRIZES S000 OQ 


Lernervitie 


Depending on how many tracks you're able to travel to, 
there will be a varying number of events available to you 
each week. if there aren't any races you can enter on a 
given week, or none that you want to enter, skip that 
page of the diary and move to the next race week that 
you're eligible for. You can race as little, or as much as 
you like in a year. Remember that sponsors like visibility. 
The more races you attend and the better you finish in 
each race, the more generous their offers are likely to be. 


If there’s more than one event that you're able to enter 
on a given week, choose carefully, you'll only be able to 
race in one. Compare the amount of prize money offered 
to the difficulty of the race. You may be better off getting 
a larger share of a smaller purse, rather than entering a 
big-money race with competition that will be to tough for 
you. 
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Also, consider the series the event is in. The prize money 
for winning a series outright is greater than for an indi- 
vidual event. If you enter as many events in a year as you 
can in one series, you'll have a shot at winning the series 
championship and the big money at the end of the year. 
If you enter the big money race events from week to 
week, you may find you haven't raced in any one series 
long enough to have the points required to win the cham- 
pionship crown and prize money. Check the Points Table 
in the Diary to see where you stand in the Series 
Championships when deciding which race to enter. 


It’s not a good idea to spend all of your money on 
upgrades as soon as you get it. Save a little cash for 
repairs, just in case. The fastest car in the world is no 
good to you if you can’t afford to fix it. 


Sponsorship 


Sponsors are companies that will offer you money to 
fund your racing career, in exchange for you wearing 
their logo on your car when you race. Accepting the right 
offer is a big part of succeeding in the World of Outlaws 
Sprint Cars 2002 Career Mode. Check your sponsor offers 
regularly on the Computer, which can be found in the 
Office. 


@) SPONSORS 

SPONSOR SELECT 
Zora Racing 

» CURRENT, SPONSOR fi i 
currently no sponsor zofacing i 


) REMAINING EVENTS 
Nil Fron 


NOMOFIEVENTS § 
rel 


SPER EVENT J} 
$400 
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The kind of sponsor offer you get depends on both the 
type of race you're entering and how successful you are 
in them. A more difficult race in one of the bigger, higher 
profile series will attract better sponsors than a local 
event, but finishing first in a smaller race will look more 
impressive to a sponsor than coming dead last in the 
biggest event of the year. This is something you'll have to 
think about when deciding which races to enter. If you 
start to lose regularly, or don’t enter races for a while, the 
sponsors will start to lose interest in you. You'll have to 
work harder to prove to them that you've still got what 
it takes. 


Often you'll find that you have more than one sponsor 
offer, and you'll have to decide which one to take. Some 
sponsors offer a large amount of money and ask for a 
lengthy commitment. Other sponsors offer smaller 
amounts, but are willing to take you on for a shorter time 
frame. Give the choice of sponsor some thought, as you 
won't be able to change sponsor until the contract 
you've accepted has run out. 


You may have committed to a long-term sponsorship 
deal, and when you win a few big races, you get offered 
something far better that you can’t accept. If you wreck 
your Car, that long-running sponsor deal could really help 
you get back into the season and become competitive 
again. It's a gamble. You have to weigh the potential for 
bigger short-term earnings against the insurance against 
disaster. It’s up to you. 
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The Hall of Fame 


The Hall of Fame is the place to see how your perform- 
ance in the game really stands up. You may also view the 
movies you've unlocked while playing World of Outlaws 
Sprint Cars 2002. 


The Records section of the Hall of Fame is where you can 
see the fastest lap times on each of the tracks available 
in the game and the best performances achieved in 
Career Mode in terms of prize money earned in a single 
season or across an entire racing career. 


Visit the Movies menu to view any of the available 
movies, all brought together in the one place. More of 
these will become available as you progress through the 
game, so check back often. 


You can also take a look at who was responsible for 


developing World of Outlaws Sprint Cars 2002 in the 
Credits. 


HALL OF FAME 


(@) Records 


@ View your records, watch the movies, 
or read the credits 


accept ‘O Back 
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Race Screen 


There are instruments, timers, and indicators positioned 
on the screen while you are racing that give you impor- 
tant information about the race in progress. Once you 
become used to the game, you may wish to turn some of 
these off - you can do so in the Options Menu. 


Wi sest Lop® Split Time 
14 00'15"50 +00 °00"13 


Wivep Times 
13 00°15"91 
14 00°15"50 
15 00'01°60 


1 - Lap Times 
View your last 3 lap times and the best lap time of the 
race here. 


2 - Position Indicator 


See your current position and the total number of com- 
petitors in the race. 


3 - Lap Indicator 


This displays the current lap number and the total num- 
ber of laps in the event. 
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4 - Tear-Offs Indicator 

This shows you the number of tear-offs you have remain- 
ing from your initial total. As the remaining number gets 
low it starts to turn red to warn you that it is close to 
running out. 


5 —- Wing Pitch Indicator 


Check the current angle of your top wing, which you can 
adjust while racing. 


6 - Damage Indicator 


The top-down illustration of your sprint car shows you 
how much damage has been done to your wheels, chas- 
sis, engine, and rear end. 


7 - Split Time Indicator 


Once you cross the start/finish line this indicates how far 

behind you are from the next race position in front of 
you. If you have the lead, it measures how far back the 
second place Car is. 


8 - Flags 
The various flags used to indicate the current status of 


the race will appear here. See the Race Rules to find out 
more. 


9 - Instruments 


Here you can see a digital tachometer, which displays 
how many hundreds of revolutions per minute your 
engine is running at. The background color of the 
tachometer will change as your revs climb higher - don't 
stray too far into the red, or you'll risk over-revving and 
potentially damaging your engine. 


The level at which your engine revs is largely determined 


by the drive ratio of your car. For details on adjusting this, 
see the section on Car Tuning. 
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Next Car Indicator 


The “next car” indicator points out the car that is imme- 
diately in front of you in terms of race position. This is the 
car you should be looking to overtake. Sprint cars race on 
short tracks. If you're racing well, you'll often find the car 
in front of you is one you've already lapped. Look for this 
indicator to see whom you should be setting your sights 
on. 


Lead Car Indicator 


The “lead car” indicator (there is a “1” above the indica- 
tor) shows the car that is currently in first position in the 
race. 


Lead Car 
indicator 


je Best Lap 
06 00'15"70 


Lap Times 
05 00°15 "77 


06 00°15"70 
07 00°02"95 


Next Car 
Indicator 


22 


Race Rules 


Race Format 


World of Outlaws™ races follow a distinctive race format 
which is different from that used in other forms of racing. 
World of Outlaws™ races take place across a number of 
stages that start in the late afternoon and finish in the 
late evening. You'll notice that as you go through practice 
and qualifying and into the later stages of an event, the 
track dries out as more and more laps are run. The sky 
will darken, and the lights come on through the race 
event. 


There's a lot of racing that goes on before the cars line up 
for the A Main event. What goes on before the green flag 
waves on the A Main is just as important as what hap- 
pens after. You'll need to race hard all night, if you want 
to put yourself in a position to win the feature. 


Practice 

The first stage of the race format is a free practice. Here 
you can feel your way around the track and see how well 
your car setup is suited to the current racing conditions. 


Qualifying 

In the qualifying session, each car gets a warm-up lap to 
get up to race speed and two timed laps to set a fast 
time. Your qualifying position determines the heat into 
which you'll be placed and your position on the heat race 
grid. There’s a cash prize for the fastest qualifying time of 
the evening. 


Heats 


There are two heat races of twelve cars each. Finish in 
the top six in your heat and you've qualified for the 
evening's A Main. If you finish seventh or below, you then 
have to battle it out in the B Main for an opportunity to 
get back into the A Main. 
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Trophy Dashes 

The top six cars from each heat qualify automatically for 
the A Main, but first go to the trophy dash. The trophy 
dash is a short, twelve-car race, in which you attempt to 
improve your starting position for the A Main. The trophy 
dash offers no prize money, but is an excellent opportu- 
nity to aid you with a chance to win the feature race. 


The B Main 


The B Main is a twelve-car race for those who didn’t qual- 
ify for the A Main race. Cars are placed on the grid based 
on their qualifying times, rather than their finishing posi- 
tions in the heats. There is prize money to be won in the 
B Main for those who finish fifth or below, but that’s the 
end of their night. The top four finishers get no prize 
money, but line up on the A Main grid, where they get 
another shot at racing for the real money. 


The A Main 


The big event of the night is set up with the twelve cars 
from the trophy dash and the four best finishers from the 
B Main. The first six starting positions are the top six 
positions in the trophy dash. The remaining six cars from 
the dash and the top four from the B Main fill out the rest 
of the A Main grid, based on qualifying times. This is what 
it all boils down to, so you'd better race hard from flag- 
stand to flag-stand - there’s no second chance. 
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Flags 


Green Flag 


The green flag indicates that racing conditions are nor- 
mal, and you may overtake other cars. It is shown at the 
start of the race and at a restart, to indicate the race is 
on. 


White Flag 


At the start of your last lap, the white flag is shown to 
indicate that you only have one lap remaining before the 
end of the race. The white flag is also shown when one of 
your opponents wins the race, indicating that you may 
only complete your current lap, even if it wouldn’t have 
been your final one. This happens when you are one or 
more laps down from the leader. 


Yellow Flag 


When a car has been damaged to the point where it can- 
not continue the race and is positioned so as to be haz- 
ardous to the cars still in the race, a yellow flag is called. 
The yellow flag will also be shown if a car stalls and 
needs to be restarted. 


The screen will fade to black, and the race will restart 
again at the start finish line with the wreckage cleared 
away. For the restart, cars remain in the positions they 
were in when the yellow flag was called. For instance, if 
there was a lapped car between you and the car in the 
position in front of you when the yellow flag was called, 
it will still be there when you restart. You'll still have to 
overtake him, just like the car in front of you did. 
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The Flag 
Indicator | 


Black Flag (illegal Lap) 


If you stray off the racing surface for too long, trying to 
cut a corner, you can expect to be shown the black flag. 
A lap only counts as complete if you've followed the 
track all the way around. If you continue on under the 
black flag, your current lap will not count towards the 
total number of laps completed. If you do get shown the 
black flag, the best thing to do is to head back to where 
you left the track as quickly as possible, and rejoin the 
race at or before that point. 


You will also be shown a black flag for an illegal lap if you 
head in the wrong direction around the track. If you turn 
around and follow the track correctly, the black flag will 
be removed when you return to the point at which you 
started traveling in the wrong direction. 


Black Flag (Car Wrecked) 

You will be shown the black flag and your car will be dis- 
qualified when you are unable to continue due to having 
sustained too much damage from colliding with other 
Cars or objects around the track. 


Checkered Flag 


The checkered flag is shown at the end of the final lap of 
the race, to signify that the race is over. 


Best Lap® 
14 00'15"50 


Split Time Pos 
+0000 "13 


Lap Times 
13 GO'15"91 15 |) 15 
14 00'15"50 - «=p 
15 00'01"60 


Replays 


When the race is complete and the end of race menu 
appears, you can choose to Restart the race (if appropri- 
ate), Continue to the next stage, go back to the interface, 
or view a Replay of the race that has just been complet- 


ed. 
DUALSHOCK®2 CONTROLLER CONFIGURATIONS 
L2 button R2 button 
Lu we A BS ; 9 = ae R1 button 
{ Kmart — oa 
“ SONY 
directional HS 2. 
buttons e-5 
| A button 
{ left analog stick © button 
L3 button when pu wn 
espe : de X button 
ANALOG mode button (button 
START button 
right analog stick 
(R3 button when pushed down) 
Replay Controls 
R2 button Controller help 
© button Information On/Off 
© button Change Car 
© button Change Camera 
® button Toggle Play/Pause Mode 
START button Pause Menu 


A replay can be in either pause mode or in play mode. You 
toggle between the two modes by pressing the ® button. 
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Car Tuning 


In World of Outlaws Sprint Cars 2002, there are a number 
of ways in which you can tune the setup of your car to 
change its handling and performance. Mastering this 
aspect of the game will give you the edge when you're 
out on the track. A couple of terms you should keep in 
mind, tight and loose. Tight is when you try to turn the 
car but the front of car just wants to head towards the 
wall. Loose is when the rear of car wants to slide higher 
and further than you want it too. 


A list of the available tuning options and their effects fol- 
lows. 


@ Increase stagger for tight tracks 
decrease for longer tracks 


GPaccept @sack 


Stagger 


You'll notice that the right rear wheel of a sprint car is 
larger than the left rear wheel, to give it a tendency to 
turn to the left. Stagger is the difference in circumfer- 
ence between the two rear tires of the sprint car. 


The amount of stagger used varies, depending on track 
size and conditions. On a shorter track, stagger can be as 
much as 19-21”, down to about 11” on the longest tracks. 
If you are loose try to decrease the stagger, but in so 
doing you are going to lose grip. 
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RR Spacing 
RR spacing is the amount that the right rear wheel is 
spaced out from the chassis of the sprint car. 


The most commonly used amount of spacing is 9_” (from 
the frame rail to the inside side-wall of the tire), but can 
be varied in _” amounts in either direction. RR spacing is 
| generally based on track conditions - a tackier track 
| early in the race event requires a larger amount of spac- 
ing than a drier one. 


Ride Height 


Ride height is adjusted for the front and rear axles indi- 
vidually. The front end is usually a bit higher than the 
rear. 


On a slick track, you should set your ride height a bit 
| higher, to get the car to transfer weight to the right rear. 
Tacky or rough tracks require a lower ride height to keep 

the car from bouncing or upsetting its balance. 


_ Shock Type 

You can choose the type of shocks that are used on each 
wheel of your sprint car. Sprint cars use compressed gas 
shocks, without bypass valves. Each individual shock has 
its own adjustable compression and rebound rates. 


The basic types of shock used are: 


0: easy-up (hard compression, soft rebound) 
1: standard (compression and rebound are even) 
2: tie-down (soft compression, hard rebound) 


The left rear wheel is almost invariably set up with tie- 
down shocks, so that the car squats down into the cor- 
ner but springs back up far more gradually. Both front 
wheels are sometimes set up with tie-down shocks, 
depending on the rest of the car setup. The right rear 
wheel normally has a standard shock setup. 
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Torsion bars provide tension for each wheel of the sprint 
car. The number displayed refers to the size of the torsion 
bar used: the smaller the number, the smaller the torsion 
bar. 


| Torsion Bar 


a eaianll 


Smaller torsion bars react quickly, but don’t provide 
much resistance, whereas larger torsion bars are stiffer 
and offer more resistance, but are slower to react. You'll 
have to experiment to find the combination of torsion 
bars that best suits your driving style. 


Wing Position 

The starting position of the wing may be set anywhere. It 
is generally set about a third of the way back from the 
front of its range of travel. 


The most likely scenario is that the wing will need to be 
moved back during the race (to provide more down force, 
as the track dries out, and as fuel is consumed), but most 
drivers still like to leave some room to move the wing for- 
ward if it is needed (in the case that the car is setup a lit- 
tle too “tight”). 


Wing Pitch 

Wing pitch is measured when the car is stationary and is 
the angle that the lower left hand edge of the wing 
makes with a horizontal plane. The steeper the wing 
pitch, the more down force is provided to the rear 
wheels of the sprint car. 


While racing, you can move the position of the wing for- 
ward or back, which also changes the wing pitch within 
a range of about 6 degrees. For example, if you are using 
the typical setup of positioning the wing a third of the 
way back, at 18 degrees, the wing can be moved between 
16 and 22 degrees. 


SLO EE I 
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Quick Change 

The “quick change” is housed on the differential and con- 
tains two gears that determine the drive ratio of the vehi- 
cle. The drive ratio depends on the ratio between the 
numbers of teeth the gears have. This can be changed 
very quickly and may be adjusted between the different 
stages of a race event. Drive ratio is adjusted between 
4.97 and 6.04. The shorter the track being raced on, the 
higher the value of the ratio should be set. 


Weight Jacking 


Weight may be balanced between both the front and 
back, as well as the left and right of the car. Weight is 
jacked into the car by pre-loading the torsion bars on 
each corner of the car. 


On a slick track you generally want to move more weight 
to the left side and front of the car, so it rolls over 
towards the right rear when cornering. Conversely, on a 
tacky track you want to keep the weight over the right 
rear so that the car stays tilted as it rolls through the cor- 
ner. 


Saving and Loading Car Setups 


In Career Mode, your car setup for each time of day at 
each track is saved within your driver profile. When a 
change is accepted, the car setup for that time of day is 
updated and will remain when you later return to it. 


Note that setups are specific to the individual stage of a 
race rather than to tracks as a whole. The best setup for 
qualifying, when you're the only one racing and the track 
is still quite wet will not always be the best setup for an 
A Main, on a drier track with a full field of cars on it. 


If you want to use the same setup you have just used in 
the previous race stage, select Use Previous. You can 
then either use exactly the same setup as before, or 
make changes appropriate to the changing track condi- 
tions; it’s up to you. 
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You don’t have to worry about choosing to save or load a 
car setup. The setups you've used in the past will remain 
until they are changed or reset. You can select Reset to 
return the current setup to the default values, or Reset 
All to return all of the setups for that driver to their 
default values. 


Note that the Reset All function will reset all the setups 
for all tracks. You will be unable to restore those that you 
had previously saved. 


In Arcade Mode, there is only the one driver profile. 
Changes made to car setups persist in the same way as 
they do within a Career Mode driver profile and may also 
be reset in the same way. 


The car setups for player two always reset to the default 
and will need to be adjusted by the player. 


A complete set of car setups may also be loaded from a 
Career Mode driver profile. Select Load, and choose the 
driver profile name (or the complete set of default 
setups) from which to load. 


Selecting Load will load setups for all tracks and times of 
day to replace the default setups present in Arcade 
Mode. These can then be adjusted further by the player 
or reset back to the defaults again. No changes made in 
Arcade Mode to setups loaded from a Career Mode pro- 
file will carry back through into the driver profile they 
were loaded from. 
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Hints and Tips 


Racing Lines 

¢ Racing on dirt is different from racing on asphalt. If you 
want to go fast, you'll have to find the right racing line. To 
get the car to go forward, you'll need to find a part of the 
track surface with some grip. 


¢ You'll usually find grip where there's still a bit of mois- 
ture in the track - either around the bottom, near the 
inside berm, or up on the cushion at the top of the track. 
You should be able to go faster on either of these lines 
than in the middle of the track. 


¢ The bottom line is always the shortest way around. 
You'll have to get good at using both feet on the pedals, 
as you won't be able to carry as much momentum 
through the corner as you would if you were running the 
top. This is where you've got to slow down to go fast. 


The Cushion 

¢ The best place to find grip is up on the cushion, which 
is the moist dirt that builds up around the outside of the 
track as the racing surface develops. Running the cush- 
ion can be tricky - don’t go too wide or you'll end up on 
the marbles and into the fence. If you can find yourself a 
groove to run on up here you'll really be able to stand on 
the gas. 


Vehicle Tuning 

e It's hard to be competitive when the car's not setup 
right - tuning your vehicle is all-important. Having a good 
setup won't make you a better driver, but it will let you 
make the most of the skills that you have. Even the best 
driver will have problems making fast laps if their setup 
is no good. 


¢ If your car is setup just right, your engine should be sit- 
ting within its most powerful rev range most of the way 
around the track, and you should be able to keep it pret- 
ty straight through the turns. 


| 33 


e If the rear end of the car seems to want to overtake the 
front and slides out towards the wall when cornering, 
your car is loose. Some people call this over-steer. If your 
rear tires aren't gripping, you aren’t getting any power 
down, and you'll be entering the straightaway slower 
than the other guy. 


e If the front of the car doesn’t want to turn into the cor- 
ner and you find yourself pointing at the wall, your car is 
tight. Some people call this under-steer. You'll have to 
slow down more than usual to make a tight car go around 
the corner, and you Know that’s gonna cost you. 


Wing Movement 


¢ The position and angle of the wing on the top of your 
sprint car has a lot to do with how the car handles. 
You've got a lever in your cockpit that lets you move it, 
even while you're racing. Use it. 


e If the car's getting loose, you can slide the wing back, 
making a steeper angle to generate more down force. 
This will help you plant those rear wheels and get back 
some bite so you can take those turns and keep the car 
going forward. 


¢ If your car's tight, slide the wing forward and lessen the 
down force a bit. This should loosen up the rear end and 
let the car turn into the corners more easily and at a high- 
er speed. 


¢ If you can adjust the wing to suit the constantly chang- 


ing conditions of a dirt racetrack, you might just give 
yourself a chance to win a few races. 
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Technical Support 
(U.S. & Canada) 


Assistance Via World Wide Web 

Get current technical information at the Infogrames, Inc., web- 
site at: http://www.ina-support.com, 24/7 and access our FAQ 
documents, (Frequently Asked Questions), our Hints/Cheat 
Codes if they’re available, and an E-Mail area where you can get 
help and ask questions. 


Help Via Telephone 

Call Infogrames, Inc.'s Tech Support at 425-951-7106. We have an 
Interactive Voice Response and Faxback system that's available 
24/7. We will have automated support, our FAQ documents such 
as gameplay tips, information on Control Keys, possible cheat 
code combination keys, instructions for finding secret screens 
and/or additional game levels if they exist. Live support is avail- 
able M-F, 8:00 AM until 6:00 PM (PT). We may be closed on major 
holidays. You can send faxes to: (425) 806-0480, or write to the 
address below. 


If you encounter what may be determined to be a defective 
product issue such as your game freezing at the beginning or 
during gameplay, no display, etc., the automated system will tell 
you our product return and replacement options. 


Product Return Procedures 

If you encounter a defective product issue, you must call Tech 
Support at 425-951-7106. If we agree, we will issue you a Return 
Merchandise Authorization Number. Make sure you include this 
RMA# , along with your full name, address and your phone num- 
ber within your return in case we need to call you. Any materi- 
als not containing this RMA# will be returned to you. Your mail 
should be sent to: 


Infogrames, Inc. 

Attn: TS/CS Dept. 

13110 NE 177th Place 

Suite # B101, Box 180 
Woodinville, WA 98072-9965 


warranty Policy In The United States & Canada 

If our technicians determine that the product storage medium is 
found to be defective within ninety (90) days of original pur- 
chase, (unless otherwise provided by applicable law), 
Infogrames, Inc. will replace the item free of charge, to the orig- 
inal purchaser, if the item is accompanied by the original dated 
receipt and packaging. If you do not have the original receipt, or 
if the warranty period has expired, Infogrames, Inc. will replace 
the product storage medium for a nominal fee. 
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END-USER LICENSE AGREEMENT 

INFOGRAMES, INC. ("INFOGRAMES") IS WILLING TO LICENSE THE GAME CONTAINED ON 
THIS DISC OR CARTRIDGE AND ANY ACCOMPANYING DOCUMENTATION TO YOU ONLY ON 
THE CONDITION THAT YOU ACCEPT ALL OF THE TERMS IN THIS AGREEMENT. IF YOU DO 
NOT AGREE TO THESE TERMS, DO NOT USE THE SOFTWARE AND PROMPTLY RETURN THE 
DISC OR CARTRIDGE IN ITS ORIGINAL PACKAGING TO THE PLACE OF PURCHASE. 

1. Grant of License. The software accompanying this license and related documentation (the 
"Software") is licensed to you, not sold, by Infogrames, and its use is subject to this license. 
Infogrames grants to you a limited, personal, non-exclusive right to use the Software in the manner 
described in the user documentation. If the Software is configured for loading onto a hard drive, you 
may load the Software only onto the hard drive of a single machine and run the Software from only 
that hard drive. You may permanently transfer all rights Infogrames grants to you in this license, pro- 
vided you retain no copies, you transfer all of the Software (including all component parts, the media 
and printed materials, and any upgrades), and the recipient reads and accepts this license. 
Infogrames reserves all rights not expressly granted to you by this Agreement. 

2. Restrictions. Infogrames or its suppliers own the title, copyright, and other intellectual property 
rights in the Software. The Software contains copyrighted material, trade secrets and other propri- 
etary material. You may not delete the copyright notices or any other proprietary legends on the orig- 
inal copy of the Software. You may not decompile, modify, reverse engineer, disassemble or other- 
wise reproduce the Software. You may not copy, rent, lease, sublicense or distribute the Software. 
You may not electronically transmit the Software from one computer, console or other platform to 
another or over a network. Any attempt to transfer any of the rights, duties or obligations hereunder 
is void. Infogrames may, in its sole discretion, offer technical support for the Software for a period not 
exceeding two (2) years following the initial commercial shipment of the Software. 

3. Termination. This License is effective until terminated. You may terminate this License at any time 
by destroying the Software. This License will terminate immediately without notice from Infogrames 
if you fail to comply with any provision of this license. Upon termination, you must destroy the 
Software. 

4. Disclaimer of Warranty on Software. You are aware and agree that use of the Software and the 
media on which it is recorded is at your sole risk. The Software and the media are provided "AS IS." 
Unless otherwise provided by applicable law, Infogrames warrants to the original purchaser of this 
product that the Software storage medium will be free from defects of materials and workmanship for 
ninety (90) days from the date of purchase. This warranty is void if the defect has arisen through acci- 
dent, abuse, neglect or misapplication. INFOGRAMES EXPRESSLY DISCLAIMS ALL OTHER 
WARRANTIES, EXPRESS OR IMPLIED, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WAR- 
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. INFOGRAMES 
DOES NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET 
YOUR REQUIREMENTS. NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY INFO- 
GRAMES OR ANY INFOGRAMES-AUTHORIZED REPRESENTATIVE SHALL CREATE A WAR- 
RANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANTY. SOME JURISDICTIONS 
DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS 
MAY NOT APPLY TO YOU. 

5. Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL INFO- 
GRAMES BE LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES IN CON- 
NECTION WITH THE SOFTWARE, INCLUDING THOSE THAT RESULT FROM THE USE OF OR 
INABILITY TO USE THE SOFTWARE, EVEN IF INFOGRAMES HAS BEEN ADVISED OF THE POS- 
SIBILITY OF THOSE DAMAGES. IN NO EVENT SHALL INFOGRAMES' TOTAL LIABILITY TO YOU 
FOR ALL DAMAGES, LOSSES AND CAUSES OF ACTION (WHETHER IN CONTRACT, TORT OR 
OTHERWISE) EXCEED THE AMOUNT PAID BY YOU FOR THE SOFTWARE. SOME JURISDIC- 
TIONS DO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO 
YOU. 

6. Editor and End-User Variations. If the Software includes a feature that allows you to modify the 
Software or to construct new variations for use with it (an "Editor"), you may not sell it or repackage it 
for sale. If you create modifications or enhancements to the Software using the Editor, including the 
construction of new levels (collectively, the "Variations"), you are subject to the following restrictions: 
(i) your Variations must only work with the full, registered copy of the Software; (ii) your Variations must 
not contain modifications to any executable file; (iii) your Variations must not contain any libelous, 
defamatory or other illegal material, material that is scandalous or invades the rights of 
privacy or publicity of any third party, or contain any trademarks, copyright-protected work or other 
property of third parties; (iv) by distributing or permitting the distribution of any of your Variations, you 
hereby grant back to Infogrames an irrevocable royalty-free right to use and distribute them by any 
means. The prohibitions and restrictions in this Section apply to anyone in possession of the Software 
or any of your Variations. 

7. Miscellaneous. This license shall be governed by and construed in accordance with the laws of the 
State of New York, exclusive of its choice of law and/or conflicts of law jurisprudence, and controlling 
U.S. Federal law; and, in respect of any dispute which may arise hereunder, you consent to the juris- 
diction of the federal and state courts of New York County, New York. If any provision of this license 
is unenforceable, the rest of it shall remain in effect. This license (including any addendum or amend- 
ment to this license which is included with the Software) constitutes the entire agreement between you 
and Infogrames with respect to the use of the Software and the support services (if any) and they 
supersede all prior or contemporaneous oral or written communications and representations with 
respect to the Software or any other subject matter covered by this license. 
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